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ABSTRACT 
 
Mohammad Romdhoni Prakoso. S891602018. THE GAMER STUDENTS’ 
ATTITUDES TOWARDS ENGLISH TEACHING AND LEARNING (A Case 
Study at SMA Batik 2 Surakarta). Thesis, Surakarta: Master Program of English 
Department of Teacher Training and Education Faculty of Sebelas Maret 
University, September 2017. 
 Attitude is the most influental factor affecting students’ English learning. 
Attitude involves three aspects: a) cognitive, b) behavioral, and c) affective aspect. 
For gamer students, video game is influental for shaping their attitude. Video game 
effect has five dimensions: a) amount of play, b) content, c) context, d) structure, 
and e) mechanics. This research uses case study as the research method. To choose 
the respondents, purposive sampling was used; and seven gamer students are 
chosen. Interview and observation were used as the main data collection techniques 
while questionnaire and document analysis techniques were used as supports. The 
collected data were analyzed using data reduction, data display, and conclusion 
drawing techniques. The aims of this research are to: a) identify the way the gamer 
students play video game viewed from the dimensions of video game effect, and b) 
unravel the attitudes of the gamer students towards teaching and learning English 
in terms of cognitive, affective, and behavioral aspects. 
 
Keywords :  video game, video game effect dimensions, attitude, case study 
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“Read in the name of thy Lord who createth.” 
(QS. Al-‘Alaq: 1) 
 
  
 
 
vii 
 
DEDICATION 
This thesis is especially dedicated to: 
1. My beloved mother, Siti Sguiarti, for the entire miraculous affection and the 
reason. 
2. My brothers, SF Luthfie Arguby Purnomo and SF Lukfianka Sanjaya 
Purnama, for the knowledge, skill, and inspiration. 
3. My special woman, Lusiana Prihastiwi, for dwelling my special realm. 
4. My sisters-in-law, Lia Noviana and Astri Sinta Dewi, for acknowledging 
me as your own brother. 
5. My nephew, Frey Falenas Luthfie; and nieces, Iluya Almakinan Luthfie and 
Yuna Luserina Sanjaya, for being a part of this nice family. 
6. My students in SMA Batik 2 Surakarta who sometimes make me happy and 
anexed. 
7. I After Smile for the whole experience in gaming development and 
providing nice coorporation. 
8. All of gamers all over the world. 
9. All of the entire video game characters I have been played so far for 
accompanying me enjoying this life. 
  
 
 
viii 
 
ACKNOWLEDGEMENT 
 First and above all, the researcher praises to Allah SWT the Beneficent, the 
Merciful for the blessing, grace, faith, knowledge, wisdom, reason, and love given 
to the researcher, so he could accomplish the thesis. The researcher realizes that he 
could not accomplish the thesis without the support, advice, and guidance from 
many people. Hence, the researcher fains to express the sincerest gratitude to: 
1. Prof. Dr. Joko Nurkamto M.Pd., the Dean of Teacher Training and 
Education Faculty of Sebelas Maret University;  
2. Dr. Ngadiso, M.Pd., as the second advisor and the Head of Master Program 
of English Education Department;  
3. Dr. Suparno, M.Pd., as the first advisor who intensively gives guidance, 
excellent advice, and inspiring idea to the researcher; 
4. Dr. Sujoko, M.A., as the first second advisor who eased the researcher to do 
the research; 
5. All of  the lecturers and  staffs of  Master Degree of English Education 
Department of  Teacher Training  and Education Faculty of Sebelas Maret 
University who have  given their contribution to the writer for completing 
this research;   
6. Joko Sumarsono, S.Pd., M.Pd., as the headmaster of SMA Batik 2 Surakarta 
who has  given opportunity  for  the writer to conduct a case study; 
7. The eleventh grade of SMA N 5 Surakarta who help the researcher in 
conducting the research;  
The researcher would like to express his sincerest gratitude to the readers 
for some critics and suggestions. Hopefully, this thesis will be useful for the readers.   
Surakarta, October 2017 
          The researcher   
 
               Mohammad Romdhoni Prakoso  
 
 
ix 
 
TABLE OF CONTENT 
TITLE…………………………………………………………………………. i 
APPROVAL………………………………………………………………….. ii 
LEGITIMATION……………………………………………………………... iii 
PRONOUNCEMENT………………………………………………………… iv 
ABSTRACT…………………………………………………………………… v 
MOTTO……………………………………………………………………….. vi 
DEDICATION………………………………………………………………… vii 
ACKNOWLEDGEMENT…………………………………………………….. viii 
TABLE OF CONTENT ..................................................................................... xi 
LIST OF FIGURES ........................................................................................... xii 
LIST TABLES ................................................................................................... xiii 
LIST OF APPENDICES ................................................................................... xiv 
A. Language Teaching and Learning  
1. Language Teaching 5 
2. Language Learning 5 
3. Learning Principles  
a) Behaviorism 6 
b) Cognitivism 7 
c) Humanism 7 
d) Constructivism 8 
4. Scientific Approach 9 
5. Scientific Approach in Kurikulum 2013 10 
6. Quality of Good Learners 11 
B. Video Game  
1. Nature of Video Game 12 
2. Components of Video Game 13 
3. Video Game Genres 14 
4. Advantages of Video Game 16 
5. Disadvantages of Video Game 17 
6. The Dimensions of Video Game Effect 18 
C. Attitude  
1. Definition of Attitude 20 
2. Attitudes towards Language Learning 21 
 
 
x 
 
3. Measuring Attitude 22 
D. Related Research 23 
CHAPTER III: RESEARCH METHOD  
A. Research Method 25 
B. Schedule of the Research 26 
C. Procedures of Conducting a Case Study  
a. Planning 26 
b. Designing 27 
c. Collecting data 28 
d. Analyzing the data 30 
CHAPTER IV: FINDINGS AND DISCUSSION  
A. Data Description 32 
B. Research Findings  
1. The Gamer Students’ Ways of Gaming 33 
2. Attitudes of Gamer Students towards Learning English 44 
B. Discussion  
1. The Reconception of Video Game Effect Dimensions 60 
2. The Relationship between the Dimensions of Video Game     Effect 
and the Gamer Students’ Attitudes in Learning English 
62 
3. The Link among Dimensions of Video Game Effects 64 
CHAPTER V: CONCLUSION, IMPLICATION, SUGGESTION  
A. Conclusion 66 
B. Implication 70 
C. Suggestion 71 
BIBLIOGRAPHY 73 
 
 
 
 
 
 
 
 
 
 
 
 
xi 
 
LIST OF FIGURES 
Figure 2.1 The Effects of Video Game 
Figure 3.1 The Data Analysis Phases 
Figure 4.1 The Link among Dimensions 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
xii 
 
LIST OF TABLES 
Table 4.1 Summary of Gamer Students’ Dimensions of Video 
Game Effect 
Table 4.2 Summary of Gamer Students’ Personal Purposes 
Table 4.3 Summary of Gamer Students’ Awareness 
Table 4.4 Summary of Gamer Students’ Attitudes 
Table 4.5 Gamer Students’ Scores 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
xiii 
 
LIST OF APPENDICES 
Appendix 1 Data Display of Interview 
Appendix 2 Interview Transcript 
Appendix 3 Data Display of Observation 
Appendix 4 Data Display of Questionnaire 
Appendix 5 Member Checking Transcipt 
Appendix 6 Documentation 
Appendix 7 Letter of Permission 
 
 
 
 
 
